




Aiken, L. R. 1985. Three Coefficients foe Analyzing The Reliability, and Validity 
of Ratings. Educational and Psychological Measurement. Volume 45. 
Halaman 131-142. 
 
Al-Mighwar. M. 2006. Psikologi Remaja. Bandung: CV Pustaka Setia. 
 
Alder, H. 2001. Boost Your Intelligence. Jakarta: Erlangga. 
 
Amstrong, T. 2002. 7 Kinds Off Smart: Menemukan Dan Meningkatkan 
Kecerdasan Anda Berdasarkan Teori Multiple Intelligence. Jakarta: 
Gramedia Pustaka Utama. 
 
Anita Lie. 2003. 101 Cara Menumbuhkan Kecerdasan Anak. Jakarta: PT Elek 
Media Komputindo. 
 
Azwar, S. 2012. Penyusunan Skala Psikologi (Edisi 2). Yogyakarta: Pustaka 
Pelajar 
 
Bachtiar, M. Y. 2017. Pengaruh Bermain Peran Terhadap Kecerdasan 
Interpersonal Pada Anak Kelas A Di TK Buah Hati Kota Makassar. Jurnal 
Pendidikan Anak. 
 
Blot, A. 2017. Exploring Game To Foster Empathy. Thesis. Malmo University 
 
Boeree, G. 2006. Belajar Dan Cerdas Bersama Psikolog Dunia. Yogyakarta: 
Prismasophie 
 
Butler, J.O. 2014. Thinking Like An Opponent: The Relation Between Empathy, 
Competition, and Enjoyment in Gaming. Media Psychology Review. (Vol. 
7, 1). 
 
Campbell, L. 2006. Metode Praktis Pembelajaran Berbasis Multiple. Jakarta 
:Gramedia Pustaka. 
 
Chou, M. 2016. Board Games Play Matters: A Rethinking on Children’s Aesthetic 
Experience and Interpersonal Understanding. EURASIA Journal of 




Corey, G. 2003. Teori dan Praktek Konseling dan Psikoterapi. Bandung: PT 
Refika Aditama. 
 
Cook, T. D. Campbell, D. T. 2002. Experimental and Quasi-Experimental Design 
for Generalized Causal Inference. Boston: Houghton Mifflin. 
 
Cozby, P.C. 2009. Methods in Behavioral Research. 10th Edition, McGraw Hill, 
New York 
 
Chung, C. Yen-Chih, H. Yeh, R. Lou, S. 2017. The Influence Of Board Games 
On Mathematical Spatial Ability Of Grade 9 Students In Junior High 
School. International Journal of Social Sciences. Vol 3, No 1. 
 
Depping, A.E., Mandryk, R.L. 2017. Cooperation And Interdepencence: How 
Multiplayer Games Increase Social Closeness. Chi Play 2017, October 15-
18. Amsterdam. 
 
Freeman, J. & Munandar, U. 1996. Cerdas dan Cemerlang. Jakarta: PT. Gramedia 
Pustaka Utama 
 
Freud, S. 2006. Pengantar Umum Psikoanalisis. Yogyakarta: Pustaka Pelajar 
 
Goleman, D. 2007. Sosial Intelligence (Edisi Indonesia). Jakarta: Gramedia. 
 
Gordon, C. Huggins-Cooper, L. 2013. Smarter Than You Think!: Assessing And 
Promoting Your Child’s Multiple Intelligences. Carroll & Brown Ltd 
 
Gunawan, A. M. 2006. Genius Learning Strategi. Jakarta: Gramedia Pustaka. 
 
Hadi, S. 2004. Statistik. Yogyakarta: Andi Offset. 
 
Hughes, A.L. 1999. Psikologi Anak (Children, Play, and Development). Jakarta. 
Penerbit Gramedia.  
 
Hurlock. E.B. 1987. Perkembangan Anak. Jakarta : Erlangga 
 
Hoerr, T. 2007. Buku Kerja Multiple Intelligences. Bandung: Kaifa. 
 






Isjoni. 2010. Cooperatif Learning: Efektiviitas Pembelajaran Kelompok. 
Bandung: Alfabeta. 
 
Ismail, A. 2006. Education Games: Menjadi Cerdas Dan Ceria Dengan 
Permainan Edukatif. Yogyakarta:  Pilar Media. 
 
Kaya, M., Tadeu, P., Sahranç, Ü., Arslan, S. Ve Demir, S. 2017. An Investigation 
Of Problem Solving Skills In Preschool Education. Sakarya University 
Journal Of Education. 
 
Kim, Y. 2013. Young Children In The Digital Age. Las Vegas: University Of 
Nevada Cooperative Extension. 
 
Kirikkaya, E.B., Iseri, S., Vurkaya, G. 2010. A Board Game About Space And 
Solar System For Primary School Students. The Turkish Online Journal of 
Educational Technology. Vol 9 Issue 2. 
 
KPAI. Kasus Bullying Meningkat, Pelaku Didominasi Oleh Remaja. Kumparan: 3 
November 2017 
 
Lillard. A. S.  2013. Playful Learning And Montessori Education. American 
Journal Of Play. Vol.5 No. 2 
 
Lwin, M. Khoo, A. Lyen, K. Sim, C. 2008. Cara Mengembangkan Berbagai 
Komponen Kecerdasan. Yogyakarta: PT. Indeks 
 
Muhammad, A. 2009. Menghidupkan Otak Kanan Anak Anda. Yogyakarta: 
Power books. 
 
Mulyadi. 2004, Bermain dan Berkreativitas Upaya Mengembangkan Kreativitas 
Anak Melalui Kegiatan Bermain. Jakarta. Papas Sinar Sananti 
 
Musfiroh, T. 2005. Bermain Sambil Belajar Dan Mengasah Kecerdasan. Jakarta. 
Depdiknas 
 
Musfiroh, T. 2010. Pengembangan Kecerdasan Majemuk. Jakarta: Universitas 
Terbuka. 
 





Nuraini, Y., Sujiono, 2007. Konsep Dasar Pendidikan Anak Usia Dini. Jakarta: 
Fakultas Negeri Jakarta. 
 
Piaget. 1962. Play, Dreams, And Imitation In Childhood. New York: Norton. 
 
Safaria, T. 2005. Interpersonal Intellegence, Metode Pengembangan Kecerdasan 
Interpersonal Anak. Yogyakarta: Amara Books 
 
Sahidun, N. 2018. Peningkatan Kecerdasan Interpersonal Anak Melalui 
Permainan Tradisional. Journal Of Early Childhood Care & Education. 
 
Sajjadi, P., Vlieghe, J., De Troyer, O,. 2017. Exploring The Relation Between The 
Theory Of Multiple Intelligences And Games For The Purpose Of Player-
Centred Game Design. The Electronic Journal Of E-Learning 
 
Sato, A. De Haan, J. 2016. Applying an Experiential Learning Model to the 
Teaching of Gateway Strategy Board Games. International Journal of 
Instruction. Vol. 9, No. 1. 
 
Scorviano, M. 2010. Sejarah Board Game Dan Psikologi Permainan. 
 
Shapiro, R. B., Nacu, D. C., Gray, T., Lee, A, & Pinkard, N. 2010. Building a 
community of practice with SPACE & RemixWorld. Paper presented at the 
annual conference of Games, Learning and Society. Madison, WI. July 
2010 
 
Strom, P. & Strom, R. 2002. Interpersonal Intelligence Inventory. Benselville, IL: 
Scholastic Testing Service. 
 
Sudjana, Nana. 2005. Dasar-dasar Proses\Belajar Mengajar. Bandung. Sinar 
Baru Algensindo. 
 
Suryabrata, S. 2011. Metode Penelitian. Jakarta: PT Raja Gravindo Persada. 
 
Sunarto. A. H. 2002. Perkembangan Peserta Didik. Jakarta : PT. Rineka Cipta 
 
Szymkowiak, A. Creighton, S. 2014. The Effects Of Cooperative And 
Competitive Games On Classroom Interaction Frequencies. Procedia – 





Thompson, D. 2015. The Rise Of Multiple Intelligences In Board Game Design. 
Meepletown.Com 
 
Uno, H. 2008. Orientasi Baru Dalam Psikologi Pembelajaran. Jakarta: Pt Bumi 
Aksara. 
 
Wiguna, T. Kesulitan Belajar Pada Anak. Nakita: 14 April 2012. 
 
Williams, E. Evelyn. (2005). Mengajar Dengan Empati.(Terjemahan Fuad 
Ferdinan). Bandung :Penerbit Nuansa. 
 
Wisana, N. G. (2011). Manfaat Board Game Di Tengah Era Digital. 
Indonesiabermain.com  
 
Wulandari, S.P. 2018. Praktek Pola Pendidikan: Keluarga Anti Korupsi. 
Boardgame.Id 
 
Yualdi, N., Ganda, S., & Tarmansyah. 2013. Efektifitas Permainan Scrabble 
Dalam Meningkatkan Kemampuan Membaca Permulaan Bagi Anak 
Kesulitan Membaca. Jurnal Ilmiah Pendidikan Khusus.  
 
Yurastien, E. 2009. Games Therapy Untuk Kecerdasan Bayi Dan Balita. Jakarta: 
Wahyu Media 
 
Yus, A. 2011. Model Pendidikan Anak Usia Dini. Jakarta: Kencana 
 
Yusof, S. A., Adzi, S. H. Din, S. N. Khalid, N. 2016. A Study On The 
Effectiveness Of A Board Game As A Training Tool For Project 
Management. Journal Of Telecommunication, Electronic And Computer 
Engineering. 
 
